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Undiscovered Countries 




Like the Prince of Morocco in Shakespeare’s 
comedy, we too have challenged the North -- 
perhaps against our better judgement, since 
the challenge was eagerly met. The 
Threshold Editorial Team received almost 
four hundred pages of material! So, what you 
hold in your hands is only the first in a series 
of three issues Threshold Magazine will 
devote to the North, which will include 
Norwold, the Northern Reaches and other, 
more exotic Northern lands. Additionally, 
Norse-inspired cultures, Immortals, fearless 
explorers, and pioneers will populate these 
issues. 

To welcome you to the Northlands of 
Mystara, dear reader, we have collected a 
choice selection of articles, including a 
preview of the long-awaited F-Gaz “The Open 
Arms of Leeha” . We also have an interview 
with Marco Dalmonte, author of the Codex 
Immortalis, who discussed his fascination 
with the mad wizard Gargantua, as well as his 
recent campaign set in Northern Alphatia. 

To help build a Norwold campaign, we open 
this issue with an article discussing the 
themes, adversaries, organizations and 
monsters of Norwold, as well as the 



Bring me the fairest creature northward born, 

Where Phoebus’ fire scarce thaws the icicles, 

And let us make incision for your love 

To prove whose blood is reddest, his or mine. 

William Shakespeare, 
The Merchant of Venice, Act 2, Scene I. 

adaptation of resources from other campaign 
settings and generic AD&D modules. “The 
Viking mentality” , on the other hand, 
provides guidelines to play Northern Reaches 
characters true to the flavor of real world 
Vikings. 

Adventures are included as well in this issue, 
with a new level for Koskatep, our mega- 
dungeon, and an adaptation of AD&D 
campaign module “ The Night Below” to the 
Soderfjord Jarldoms. 

We complete this issue with the final 
instalments of “ History of Ierendi and 
Minrothad ” and the “ Thyatian Senators ” 
gallery, along with our established column 
on books, Mystaranomicon, which in this 
issue deals with books from Norwold and the 
Heldannic Territories. 

So, without further ado, we welcome you to 
the Northlands! 



Giampaolo Agosta (Agathokles) 
Editor-in-chief, Threshold Issue #6 
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The aims of Threshold magazine: 

■ to provide a venue for community members to present material 

■ to promote the Vaults of Pandius and the material there 

■ to increase the exposure of existing and new articles 

■ to encourage authors to revisit and revitalise existing articles 

■ to motivate interest in Mystara in general 




Issues #1 to #5 of THRESHOLD - the 
Mystata Magazine, is available for 
download from the Vaults of Pandius 
website . 

Also available at the same location are 
higher resolution versions of the maps 
that were included in the issue’s PDF, 
allowing greater detail to be viewed. 
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0)is Issue’s CoNtuibutons 



Giampaolo Agosta (a.k.a. Agathokles ) 
agrees with Schiller that man "is only 
completely a man when he plays". Therefore, 
he makes a point of taking gaming seriously, 
and real life casually. Besides Mystara, his 
gaming interests include (among others) 
Dark Sun, Planescape, Ravenloft, Birthright, 
Call of Cthulhu, Star Wars and Witchcraft RPG. 

Jesper Andersen (a.k.a. Spellweaver) has 
been a fan of the Known World and Mystara 
since his first D&D game in 1991. He enjoys 
creating new adventures, stories, characters 
and monsters, much of which can be found at 
the Vault of Pandius. His latest personal 
adventure, however, is the launch of his own 
RPG publishing company called Blood 
Brethren Games. 

JTR, (a.k.a. OldDawg) is the author of the 
acclaimed F-GAZ series, which covers several 
regions of Norwold and neighboring areas 
with full-blown gazetteer-style treatment. In 
this issue, JTR showcases his work for the F- 
GAZ "The Open Arms of Leeha", covering the 
northern Hin lands. 

Giulio Caroletti started playing in Mystara 
with the old red box in 1992, and hasn't 
stopped since. He went "internet" on the 
MML as Captain Iulius Sergius Scaevola in 
1999, and has since written mostly about 
Thyatis and Dwarves. When not busy 
pretending to be a Thyatian officer, he lives a 
boring life as an atmosphere physicist from 
Rome, Italy. His main interests are light-eyed 
girls, soccer (he's an AS Roma fan) and rock 
music (especially 70s progressive rock). 



Even though Sturm (a.k.a. Francesco 
Dejferrari) loves any alternate world, he 
believes Mystara is incomparably the best for 
its vibrant community endlessly delving into 
ethnography, linguistics and history just to 
make a little sense of it. Something like the 
real world, but with dragons. 

Robin Dijkema. ( Robin at the piazza, Robin 
D elsewhere) Female, from 1962. Playing 
D&D since the earliest days as far as 1978. 
Soon becoming "addicted" , bound to the 
world of Mystara, liked because of its 
diversity and yet complexity latched to 
eachother. Current compiler of massive 
materials available on the Pandius site or her 
“Breath of Mystara” blog. Former Teacher of 
Biology, Ecology, Chemistry, Physics, 
travelled all over Europe as a stage dancer at 
houseparties. Once at a UK Gencon called 
"The Fletcher" by Bruce Heard for my 
compilation work in “Revenge of the Little 
Ones” . 

David Keyser has run four long-term 
campaigns set in Mystara since the 1980s, 
using published adventure and support 
materials as much as possible. He denies 
having any creative talent himself. It's just 
that if you put him with a group of friends 
who are willing to work with him to provide 
an evening of entertainment, there's a 
momentary spark like the scratch of flint on 
steel.. .and then something magical happens. 

Giuliano Michelon has been playing D&D 
since the late 80ies and, like many others, 
had his start with the Red Box. He soon 
moved over to AD&D and divided his 
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gaming time between his favored settings: 
Mystara and Ravenloft (although playing 
more the latter). With the coming of 3e, he 
moved fully back to the first setting, Mystara. 
He collaborated with (and was a member of) 
the Overlord club in Padua, designing and 
developing D&D tournament modules for 
PadCon 2001 and several editions of 
GiocaPadova. Nowadays, he concentrates 
fully on his own gaming group, with a weekly 
D&D Mystara campaign, soon to switch to the 
5th edition of the game. 

Simone Neri ( Zendrolion ) teaches history 
and philosophy at secondary school in 
Florence, Italy. He has mastered Mystara 
campaigns since 1987, his favourite settings 
being Thyatis, Norwold, Karameikos, and 
Glantri. He is an active member of The Piazza 



community with the nickname of Zendrolion 
- but don't fear backstabbing from him! 

Niels Just Rasmussen. Always striving to 
make the role playing experience for both 
myself and my players one of putting 
yourself in the mind of the "Character", 
whom has a fundamentally different 
worldview & religion from our own culture. 
So is it not so much us playing, as the 
characters acting and reacting to perceived 
or real obstacles set before them. As the 
dying Augustus said: Acta est fabula, 
plaudite! Handed a “character sheet" by the 
roman gods, he played it to the best of his 
ability; and the gods had their fun observing. 



Why not join our team of contributors? 
See page 5 for more information on 
our plans for future issues 




From 

CHE VAULCS 
OF PANDIUS 



A number of features in this issue of Threshold carry a 
“From the Vaults of Pandius” tagline. As one of our 
stated aims is “to promote the Vaults of Pandius and 
the material there”, we hope you will enjoy these 
revised or extended treasures from that website. 
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CALL FOR CONVRJBUVIONS 



The Threshold editorial team invites all fans 
of the Mystara setting to submit 
contributions to the next issues of the 
magazine. 

We are looking especially for contributions 
fitting the following themes: 

Issue 7 - Norwold 

Proposal Deadline: Expired, but 

proposal could still be submitted if the 
author is confident that the article will be 
completed by the below deadline 
Manuscript Deadline: January 31 st 2015 
Issue Published: End March 2015 

Call for proposals for main themes of 
forthcoming issues (2015): 

Hollow World and the Immortals 

The editorial team will accept proposal 
about the above topics or anything related. 

Glantri and beyond 

The editorial team will accept proposal on 
Glantri and nearby nations (Darokin, Sind, 
Wendar, Ethengar, the Adri Varma plateau, 
the Broken Lands) and on Magic too. 

Isle of Dawn, Thyatis and Alphatia 

The editorial team will accept proposal on 
the Isle of Dawn, Thyatis, Alphatia and 
dependencies (Ochalea, Pearl Islands, 
Alatians, Bellisaria, Esterhold and any 
other colony). 



Articles about other topics are still 
welcome and the editorial team will 
evaluate their publication in an issue, 
taking into account space available 
and that issue's theme 

Threshold accepts (and invites) the 
submission of extended or revised 
versions of works having appeared on The 
Piazza or the Vaults of Pandius. 

Contributions may include, but are not 
limited to, articles (short stories, short 
adventure modules, NPCs, historical 
treatises and timelines, geographical 
entries, new monsters and monster 
ecologies, etc.) and illustrations (portraits, 
maps, heraldry, illustrations, etc.) 

The Threshold editorial team strives for 
edition neutrality, but edition specific 
articles (e.g., conversions) are also 
accepted. Statistics for new monsters and 
NPCs may be included in articles (e.g., 
adventure modules, new monsters or 
NPCs) in any version of Dungeons & 
Dragons. The editorial team also offers 
help in providing conversions to some 
specific rules set (including BECMI/RC, 
2nd Edition, 3rd edition/Pathfinder). 
However, they should be limited to the 
minimum - for most NPCs, it is sufficient 
to mention class, level, and alignment. For 
important NPCs, a one or two line stat 
block could be included. 
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THEMES 



The primary theme of a northlands campaign 
should be frigid climate found in these 
areas 1 . Its presence, besides any ad hoc rules 

1 For 3ed rules see the D&D Wiki . Ford AD&D 
rules, see FR14 The Great Glacier, page 13-14. 
Otherwise, in any edition, an unprotected or 
not well protected character in cold weather 
(below 40 F or 4.4 C) must make a Saving 
throw/check each hour or take ld6 points 
damage. A character who has the Survival skill 
may receive a bonus on this saving throw and 
may be able to apply this bonus to other 
characters as well. Even well protected PC have 
to make a check if temperature is below -4 F/- 
20 C, if they are wet, if there is strong wind or 
heavy snow. Failing one checks will result in a 
frostnip. Two checks failed will result in 
frostbite blisters that will heal in a month. 

Three checks failed will result in deep frostbite, 
gangrene and permanent damages. If the PC fail 
the first check he will also suffer mild 



the DM may want to use, is underlined by the 
great distances between cities and other 
centers of civilization. The climate can serve 
as a plot element, providing isolation — 
which can be exploited to force rulers to rely 
on small parties of experienced agents (i.e., 
the player characters) instead of armies. 
Climate can be used to limit transportation 
modes — e.g., the Mengul Mountains are 
impassable by flying in XI 1 “Saga of the 
Shadowlord” — and distances can leave 



hypothermia (shivering). Two checks will be 
moderate hypothermia (drowsy, -5 to all rolls), 
three will be severe hypothermia (unconscious) 
and death will occur in half an hour (at 
0 C/32 F, time halves for each 10 degrees 
below). Saving throw/checks have a progressive 
penalty depending on temperature: -2 for each 
5 degrees below 40 F or 4.4 C or, at the DM’s 
discretion, for insufficient clothes. Partial 
immersion in cold water will gives a -5 penalty, 
-10 penalty for full body immersion. 
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isolated outposts undefended, as is the case 
of the Barony of Two Lakes Vale in CM2 
“Death’s Ride”. 

The climate issue becomes even more critical 
when the War Machine is involved — 
campaigning and army movements are all 
but impossible in the winter season, except 
perhaps for specialized units (e.g., Leeha Hin 
on skis). 

Colonization is a typical theme for the 
northern regions. Large expanses of untamed 
wilderness allow for campaigns dealing with 
dominion building, attracting colonists, 
securing a new settlement against various 
kinds of monsters, and dealing with 
barbarian tribes and competing neighbours. 

While this kind of campaign typically targets 
Companion-level characters, as showcased in 
CM1 “Test of the Warlords”, it is also possible 
to play it at the Expert levels, with the player 
characters taking the roles of advisors and 
troubleshooters for an NPC ruler, or as 
would be rulers themselves, trying to 
establish a base of power in a given region. 
Dominion rulership takes a backseat in this 
case, being more of a long term goal than an 
immediate issue, allowing more traditional 
adventures. 

High Fantasy in the “Tolkiensque” style can 
be at home in the lands north of the Known 
World. XI 1 “Saga of the Shadowlord” is the 
paragon of this theme, pitting the characters 
against a powerful, shadowy enemy, hordes 
of minions, in dead or dying nations. Even 
“Test of the Warlords” can take this turn, 
with a more “Shakespearean” interpretation 
of its events (perhaps with Max I as a 



Macbeth figure, and the Crones of Crystykk 
as the Three Witches). 

Anyway, the vast expanses, with the grand 
sights of snow-capped mountains, fire- 
sprouting volcanoes, and ancient forests 
serve well as the backdrop for this kind of 
larger-than-life adventuring. 

While the colonization theme relies on a lack 
of civilized nations, it does not mean there 
cannot be ancient threats ready to awaken. 
In both CM1 “Test of the Warlords” and XI 1 
“Saga of the Shadowlord”, ancient, 
crumbling or entirely destroyed nations have 
been swallowed by the wilderness. The first 
Alphatian colonization of Norwold, in 
particular, can serve to provide undead 
enemies, large dungeons, and artifacts to add 
variety to a Norwold-based campaign, 
whereas the fallen kingdom of Essuria 
provides the background for the Shadowlord 
saga. Other ancient civilizations, such as 
those of the Giants, can serve a similar 
purpose, as well as providing a backdrop 
against which the wild nature of the region 
can shine even more. 

ADVERSARIES 

HuMaNS: Alpbatia aNt> Cpyatis 

The two empires can be excellent motivators 
for adventure, starting from the low levels 
and ramping up to the Companion level, 
with CM1 “Test of the Warlord” presenting 
the campaign from an Alphatian point of 
view. At lower levels, the player characters 
can be involved in the struggle for control of 
Norwold as explorers, pioneers, and guards 
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The Ransarn River Valley 

establishing new settlements and outposts 
for either empire. At Expert levels, the 
characters can become spies and agents 
working for either empire in cloak and 
dagger adventures to sway the various 
neutral powers to one side or the other — 
Oceansend, Leeha, the northern kingdoms of 
Kaarjala and Littonia, and the Thieves' Guild 
of Landfall are all good targets that might 
require extensive campaigns to be turned 
into allies. Alternately, the player characters 
might serve as advisors to the lord of a new 
domain. CM2 “Death's Ride” presents such 
an arrangement in the Barony of Two Lakes 
Vale, where Baron Pharo has installed 
personal retainers in the positions of 
Seneschal, Magist, Chaplain, Marshall, 
Castellan and Guard Captain. A typical party 
could easily fill these positions, giving the 
players the opportunity to share the burden 
of dominion management, with the DM 
playing the role of the well-meaning but 
incompetent ruler. 

In this kind of campaign, the opposing 
empire is the primary adversary. If the PCs 
are aligned with Ericall and the Alphatian 
Empire, then the opposition should include 



Thyatian spies, bent on subverting Ericall's 
rulership. These opponents should leverage 
the weaknesses of Alphatia, such as the 
favored status of spellcasters, by recruiting 
disillusioned mundane NPCs (and possibly 
tempting the PCs as well). At the same time, 
these agents should be vulnerable to 
stereotypical Thyatian weaknesses, and 
therefore prone to be corrupt and greedy 
themselves. The uncaring attitude of Alphatia 
towards Norwold — seen as a colony to be 
exploited — and its noblemen — 
commoners from the Alphatian point of view 
— could be stressed through the use of 
appropriate NPCs: legates from the Grand 
Council might treat Ericall with a 
condescending attitude (which might be 
shocking to Known World characters), 
commanders of Alphatian reinforcements in 
a war against Thyatis might ignore the local 
commanders who are not spellcasters, and so 
on. Also, these NPCs may be characterized by 
extravagant retinues — the imagery of 
Xerxes’ army in Frank Miller’s “300” might be 
useful here. 




Pioneers of the Land Crab 
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On the other hand, if the players are aligned 
with the Thyatian Empire, the campaign 
should portray the struggle of agents having 
to deal with a decadent but magically rich 
opponent, as well as with corruption on their 
own side. In this case, the Thyatian paranoia 
should be stressed, with the PCs unable to 
trust even their own allies, and the magical 
abilities of Alphatian agents might take a role 
too. In some cases, the PCs might not even 
know who their allies are, as the Empire 
keeps many agents in Norwold, and most of 
them are not aware of each other. The PCs 
might thus want to perform both missions 
against the Alphatians and adventures aiming 
at discovering the plans of their superiors — 
perhaps to use them to their advantage, but 
likely just out of the distaste for being used 
as pawns. 

In both types of campaign, the Dungeon 
Master needs to balance the good and the 
evil aspects of the two Empires, depending 
on the players’ preferred play style. Players 
who prefer a straightforward challenge will 
be better served if “their” empire is 
presented as the “good guy”, perhaps with 
some flaws, but clearly the one to side with. 
For players who enjoy the “shades of gray”, 
both empires should be portrayed with dark 
aspects, possibly outweighing the positive 
aspects. Another option is to start with a 
black-and-white scenery, representing the 
heroes’ limited knowledge at the beginning 
of the campaign, and let the portrayal 
become more shadier as the campaign 
progresses. In these cases, the PCs may at 
some point decide to switch sides, probably 
to the other empire, but possibly to the 
Heldannic Knights or even carving their own 
nations, independent of both empires. 



QiaNts: 

FRostbavGN aNt> the Arc!) of Fine 

Giants, and frost giants in particular, feature 
prominently in CM1 “Test of the Warlords”. 
Their invasion of Norwold is a major event, 
which has significant repercussions during 
the campaign. However, the role of giants 
can be even greater, if a few considerations 
are taken into account. Giants are an old 
race, which used to dominate the world in a 
past era 2 . As such, they must have left a 
significant legacy, in terms of treasures — all 
giants are known as great craftsmen and 
artisans — but also of history. AC 10 “Bestiary 
of Dragons and Giants” does provide a 
number of interesting adventures featuring 
various types of giants, but giants become an 
even more useful set of adversaries when 
modules and adventures from other settings 
are used, starting with the classic AD&D 
“Against the Giants” series. 

The last section of this article provides ideas 
for adapting many adventures featuring 
giants to Norwold, or to other northern 
regions of Mystara. A campaign featuring 
giants as a key element could start with an 
adaptation of Birthright adventure “King of 
the Giantdowns”, with lower-level PCs 
building up a power base in a region where 
giant burial mounds are located, and 
providing an introduction to the history of 
cloud giants. It could follow up with a 
combination of Gl-3 “Against the Giants” and 
UK7 “Dark Clouds Gather”, when the PCs 
have neared or reached name level. At that 
point, the invasion of the frost giants in CM1 
“Test of the Warlords” will become an almost 
expected event, spurred by the destruction 



2 See AC10 “Bestiary of Dragons and Giants” 
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of the hall of the frost giant king, as well as 
the climax of the entire campaign arc. 

DuaqoNS: Che WyRMsteeth 

With an entire kingdom populated by 
thousands of dragons, Wyrmsteeth, and a 
dragon-oriented evil cult, Idris, in Denagoth, 
it seems immediate to set dragons as a 
primary adversary in a northern campaign. 
Also, several modules in the CM and M 
series, such as CM2 “Death’s Ride” and CM3 
“Sabre River” feature dragons. Korbundar, 
Incendiarious, and Dominagon are all worthy 
adversaries, as are Brulefer and Vitriol in XI 1 
“Saga of the Shadowlord”. However, in many 
cases these are individual opponents, who 
are only marginally related to the plot. A 
campaign featuring dragons as the main 
adversaries needs to put the monsters in a 
more central position, at least in key 
adventures. The structure of draconic 
kingdoms, described in “From Hatchling to 
Immortal Guardian: Dragons in the D&D 
game’s Known World”3, can provide a 
hierarchy of draconic opponents to challenge 
adventurers of increasing power. Expert level 



3 See Bruce Heard’s article at the Vaults 



adventurers will face smaller dragons, who 
perhaps manipulate goblinoid tribes for their 
own purposes, such as accumulation of 
treasure. Companion-level adventurers and 
dominion rulers may enter into conflict with 
the vassals of Wyrmsteeth, whereas Master- 
level adventurers may have to face King 
Eruptaar and his forces. Given the scale of 
Wyrmsteeth, it is also expected that its agents 
— gold dragons in human form, drakes, and 
others — may be part of a more political 
game, with the dragons oscillating between 
policies — evil dragons may push for the 
destruction of encroaching human 
kingdoms, while good dragons may use a 
softer approach based on misdirection and 
alliances to keep the humans far from the 
Wyrmsteeth region. 

The dragons’ relations with Thyatis (usually 
friendly), Alphatia (variable) and the 
Heldannic Territories (often hostile) will also 
play a role in the campaign. 

An in-depth coverage of the Wyrmsteeth can 
be found in “The Dragon Kingdom of 
Wyrmsteeth” by Giulio N. Caroletti, in Issue 
2 of the Tome of Mystara 4 



4 See this article at the Vaults of Pandius 
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